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ABSTRACT

Though social media platforms contain rich information and in-
sights on professional life, encounters with this content are often
fleeting and disconnected, raising questions about the extent so-
cial media content is valuable for career identity formation. This
paper reports on a research through design study that explores
the potential of social media for supporting integrated learning
experiences, through investigating and prototyping experiences
around the use of TikTok #DayInTheLife videos for career explo-
ration. We conducted semi-structured interviews of 10 college stu-
dents to understand the value of social media content for career
exploration and the feasibility of integrating such content towards
reflective learning experiences. A qualitative analysis revealed that
#DayInTheLife videos offer firsthand insights into professions that
facilitates aspects of career identity formation, and have the po-
tential to prompt and motivate further exploration. However, they
are also limited due their short-form, disconnected, entertainment-
oriented nature, the distracting context in which they exist, and the
potential lack of representation in recommended content. We also
had the students participate in an experience prototype in which we
used native social media interactions such as comments, mentions,
and direct messages to integrate encounters of disparate posts to-
wards holistic and reflective learning experiences. We found that
integrating encounters can facilitate more intentional reflection,
add interactivity, and provide a sense of agency. We also surfaced
contextual risk factors and design factors for designing integrated
learning experiences on social media. We build on our findings to
introduce and discuss a concept we call SIMPLE apps (Social media
Interactions Merged for Purposeful Learning Experiences) and to
discuss broader design implications for better harnessing social
media content towards purposeful integrated learning.
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1 INTRODUCTION

Social media has a significant influence on youth decision making,
fashion, lifestyle, dialect (e.g. slang), and more [40, 74]. Teens on
average spend five or more hours on social media each day [2]
where they are exposed to various lifestyles on apps such as Tik-
Tok and Instagram. This has been found to have both positive and
negative effects for teens. On the negative side, social media can
impact mental health [74] and be addicting, siphoning significant
amounts of time away from in-person interactions and educational
and career development [78]. On the positive side, however, so-
cial media can support expanded social capital and broaden access
to information [69]. For example, social media trends like TikTok
#DayInTheLife videos hold new possibilities for providing youth
with a more scalable version of job shadowing, helping them under-
stand professions and develop motivation towards specific careers.
It is still unknown, however, whether the exposure that individuals
get scrolling through social media posts is sufficiently integrated
to help youth in reflecting and evolving their career identity, and
if not, how one might better support this. Social media business
models centered on maximizing information consumption [4, 56]
encourage users to consume more content, but can lead to fleeting
interactions that are scattered, disconnected, and not synthesized
for more meaningful user experiences. This disjointed approach pro-
vides users with many information-rich encounters, but potentially
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hinders their ability to reflect on and integrate these encounters
towards focused goals.

In this paper, we take a research through design approach to
explore the potential of social media for supporting integrated learn-
ing experiences, i.e. learning experiences that connect and build
across multiple interactions over time to support deeper reflection
and identity development. We explore this concept through inves-
tigating and prototyping experiences around the use of TikTok
#DayInTheLife videos for career exploration. Early pilot studies
culminated in a final two-part study with 10 college students in
which we interviewed them about past use of #DayInTheLife videos
in relation to benefits and limitations for career exploration, and
then had them take part in a Wizard-of-Oz [63] experience proto-
type [15] in which we used native social media interactions such
as comments, mentions, and direct messages to integrate user en-
counters of disparate posts towards holistic and reflective learning
experiences. Specifically, in our prototype, we had users engage
with #DayInTheLife career videos on TikTok, interact with them
through structured comments (i.e. comments that mention a pre-
defined handle @explore.careers and use predefined hashtags to
signal level of interest in the given career), and respond to chatbot
DM messages that integrate these encounters by prompting users
to reflect on how the specific post content relates to their broader
career goals (see Section 3.2 for more details).

A thematic analysis of benefits and limitations revealed that
#DayInTheLife videos can support career identity formation by
providing firsthand perspectives of professions and by facilitating
reflection, reaffirmation, and reevaluation of career goals (Section
4.1 details this in relation to the Meeus-Crocetti model for career
identity formation [20]). They also have several strengths related
to supporting behavior change. Specifically, their casual, digestable
format provides an extremely low-effort context for initial engage-
ment which can then act as entry points for further exploration
and provide increased motivation and inspiration for the higher
levels of effort required for further exploration (Section 4.2 details
this in relation to Fogg’s Behavior Model [26]). However, the short-
form nature of the posts and lack of integration is insufficient for
decision-making, the distracting nature of the social media context
prevents reflection and follow-up, the entertainment/influencer di-
mension can take away from career focus and realism, and the lack
of representation and diversity can detract from its value (Section
4.3).

A thematic analysis of user experiences and reactions to our
prototype showed that such integrating encounters can facilitate
intentional reflection, add agency, interactivity, and fun, and that
doing it through native social media features makes it accessible,
intuitive, and effective (Section 5.1). However, we also identified
additional contextual risk factors that need to be addressed and
identified design factors to consider for the future (see Sections
5.2-5.3).

We build on these findings to introduce and discuss a concept we
call SIMPLE apps (Social media Interactions Merged for Purposeful
Learning Experiences), app experiences that utilize native social
media interactions towards supporting holistic, integrated and re-
flective learning experiences. These experiences can reside purely
within a social media platform like in our prototype, or can option-
ally integrate with an external platform for even more integrated
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learning experiences through the use of social login (e.g. “Login
with TikTok”) (Section 6.2). We conclude by discussing implica-
tions for designing social media platforms and SIMPLE apps that
better harness the information on social media towards purposeful
integrated learning experiences, for career exploration and beyond
(Section 6.4).

Our paper makes the following contributions to the literature
on social media and informal learning:

o A thematic analysis of the perceived benefits and limitations
of #DayInTheLife videos on Tiktok for career exploration,
revealing its strengths for career identity formation and be-
havior change as well as its limitations due to a lack of
affordances for integration,

o A thematic analysis of user experiences of a Wizard-of-Oz ex-
perience prototype that revealed the benefits of and provided
more nuance around experiences that integrate encounters
towards more purposeful reflective learning experiences,

e The conceptualization of SIMPLE apps (Social media Inter-
actions Merged for Purposeful Learning Experiences) as one
general approach to designing integrated learning experi-
ences on social media as well as a sensitizing concept for
designing integrated learning experiences more broadly mov-
ing forward,

2 RELATED WORK

Our work particularly builds on and adds to the literature on social
media for informal learning and social media design and usage,
with a focus on perceptions and utilization of TikTok by students
and professionals. We also draw from and contribute to prior work
on designing for youth career exploration and youth career identity
formation.

2.1 Social media for informal and connected
learning

2.1.1  An overview of informal learning. Informal learning refers to
the unintentional or unplanned acquisition of knowledge outside
formal educational settings. It is distinct from formal and non-
formal learning, both of which center on planned learning activi-
ties that occur either within or outside a classroom or institution.
Informal learning, occurring through daily life experiences, inter-
actions with others or self-directed exploration, has the unique
capacity to offer contextualized learning experiences tailored to
individual needs. HCI research on informal learning has previously
leveraged tools like Augmented Reality (AR), uncovering that the
enriched communication channels provided by such tools, such as
vision-sharing and instant messaging, harbor greater potential for
informal learning [77]. Interactive displays have been used to gam-
ify informal learning for students by engaging with an exploration
and application of the educational content [52]. By co-creating
ideas and solutions with their peers on the displays, researchers
found an increase in students’ creativity, communication, and men-
tal exercises [52]. In another case study, researchers evaluated the
usability of HOU2LEARN, an educational social networking applica-
tion designed to support informal learning among individuals with
similar educational interests. They found that several factors, in-
cluding multimedia integration, documentation, and customization
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of content, need to be considered for effective informal learning.
[45].

Similar to informal learning, connected learning focuses on sup-
porting learning by centering social interactions and collaborations
with like-minded individuals, from peers to industry professionals.
[80]. Connected learning leverages the affordances of digital tech-
nologies and social networks to create a networked ecosystem of
learning, connecting learners with resources, experts, and peers.
Students use the features of information consumption, interaction
and participation, sharing and production, and problem solving to
engage in learning with their peers in the digital world [21]. In the
field of HCI, researchers have focused on strategies for fostering
more connected learning environments. For instance, in an Aus-
tralian library, a digital intervention called Gelatine was designed
to offer users an opportunity to check in with other members of
the library by displaying their interests, skills, and needs [13]. Re-
searchers found that this intervention increased the interactions of
users to meet, connect, and learn from others. [13]. Previous HCI
research emphasizes that though environments can be created to be
more conducive to connected learning, these learning connections
are self-generated by the user [80]. In this paper, we explore the
potential of social media for facilitating informal and connected
learning given its self-directed nature and the opportunities it offers
for social interaction.

2.1.2  Informal learning in social media. With the widespread use of
social media among students, researchers have begun to explore the
extensive possibilities that social media platforms offer for informal
learning [33, 103] and connected learning. Social media platforms
have many benefits for informal and connected learning since they
not only facilitate social interaction but are also hubs for news
and information [1]. Social media can bring a democratic lens to
education where learners can discuss and connect as they like, as
opposed to the autocratic dissemination of knowledge from teacher
to student [70]. Adolescents can cultivate transmedia skills by ac-
tively engaging with social media content across platforms [60],
learn from influencers in their field of interest and gain transferable
skills like content management and media production.

However, the use of social media for informal and connected
learning has challenges too. Concerns have been raised around the
addictive nature of social media for youth [78], impacts on youth
mental health [74], and the negative effect of social media usage on
time used for studying, resulting in lower GPAs, academic stress,
and procrastination [3, 6]. These make educational leaders and
administrators hesitant to employ or promote social media as a tool
for informal learning [16].

Part of the challenge lies in the business models underlying so-
cial media platforms which shape platforms and recommendation
algorithms towards maximizing information consumption, quick
bite-sized reactions, and endless scrolling [4, 56]. Social media plat-
forms revolve around ‘attention economies’, originally coined by
Goldhauber [27], in which attention is the most important com-
modity.

With all that said, it is still true that integrated experiences
are still possible through creative appropriation of social media
platform affordances [47]. Researchers studying “micro blogging”
show that social media allows users to share content in a relatively
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short format such as a post and to look for information or follow
threads of conversations using hashtags and keywords [97] that
create online learning communities [33] such as #Twitterhistori-
ans, where enthusiasts enhance their knowledge through mutual
engagement [46]. Vaast et al. argues that affordances for tagging
others, reposting, and adding topical hashtags resulted in stronger
connective action between users. A manifestation of this is seen in
“Meta Voicing”, in which users react to the content and presence of
others using comments, likes, and shares [58].

While these studies highlight the value of social media affor-
dances in creating connective user experiences that center on fol-
lowing and contributing to global conversations, they also highlight
the fact that the integrated experiences supported by social me-
dia platforms today still center on information consumption. In
contrast, little support is provided for individuals to integrate and
synthesize reflections on what they learned from disparate informa-
tional encounters towards developing a thought out view on some
topic such as moving through the process of career identity forma-
tion. Our paper aims to fill this gap by developing a more nuanced
view on the benefits and limitations of social media for informal
learning, and by proposing and studying a general approach for de-
signing experiences aimed at synthesizing social media encounters
towards deeper reflective learning experiences.

2.2 Utilization and perceptions of Tiktok

We specifically focus on #DayInTheLife videos on TikTok, centered
on short-form videos ranging from a few seconds to a few minutes
and an algorithmic newsfeed providing personalized video recom-
mendations [89, 102] within a user’s “For-You” page (FYP). Research
has spotlighted TikTok’s capacity to serve as a gateway for viewers
to explore diverse topics and perspectives such as eating disorders,
#BlackLivesMatter, COVID-19, and climate change [10, 31, 38, 54].
It has been referred to as a “video encyclopedia” [106], with large
collections of information, some of which circulate widely through
virality and “Trending Topics” [106]. It has been an effective at
spreading knowledge about religions [62] and supporting language
learning [17, 72]. TikTok has been used to help students discover
new healthier diet plans, push back against societal beauty stan-
dards through the #BodyPositivity movement, and express difficult
emotions leading to outreach and social support [8, 22, 39, 100].

Notably for this study, videos spotlighting professions such as
radiology or neurology present firsthand insights into various ca-
reers [55, 65]. These often are part of a topical hashtag such as
#DayInThelLife, a trend in which career professionals and post-
secondary students provide a brief glimpse into their daily routine
and professions. #MedicalTikTok has been especially prominent
and has generated attention for its relevance, especially during the
COVID-19 lockdown [90]. #Teachersof TikTok have also found the
platform a useful space to offer pedagogical advice to fellow teach-
ers [32] and creating a community where professional educators
are able to share teaching philosophies and inspiration with each
other.

Of course, TikTok has also faced criticism, e.g. for promoting con-
tent students found to be immature, inappropriate, and toxic [71].
Studies have raised concerns over information overload leading to
technostress (stress caused by working with technology on a daily
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basis) [85, 91], and potential disorders like TikTok Use Disorder
(TTUD) or “TikTok brain”, a term coined by researchers to describe
the depression, anxiety, and stress experienced by users, specifically
high school students from overuse of the application [37, 87].

These studies show the value and potential of TikTok as a means
for sharing knowledge and educating others. Our paper contributes
to this literature on the perceptions and utilization of TikTok by
developing a more nuanced picture of the benefits and limitations
of TikTok for youth career exploration. We then use this new un-
derstanding to motivate and study a new approach for enhancing
learning experiences to go beyond following and engaging in global
conversations, as valuable as that can be, to also support deep re-
flection and synthesis across the informational encounters one
experiences.

2.3 Designing for youth career exploration

Adolescents who struggle to find careers that interest them gener-
ally have limited knowledge of potential job opportunities that are
not visible within their immediate community, and they may hold
stereotypes about different careers [61]. Obtaining career guidance
is important to help them develop self-efficacy and to explore dif-
ferent career paths amidst external pressures ranging from gender-
based academic stereotypes to parental expectations [29]. This can
alleviate problems with career satisfaction, employment, social ex-
periences, and health later down the line [104].

Researchers have explored solutions to make youth career guid-
ance and exploration more accessible to the public. Some have
used gamification techniques to make career guidance more en-
gaging [12, 67, 88]. For example, one initiative involved youth in
Namibia in codesigning a prototype game that related to their own
life experiences while another engaged 1,625 Cambodian youth in
a choose-your-own-adventure experience in which students guide
their chosen character to their dream job [51, 88]. These platforms
emphasize the importance of an integrated experience to create
meaningful reflection for students.

Platforms like Twitch and StackExchange have also been used
for virtual mentorship [25, 79, 96], creating safe online learning
spaces and communities where students can not only learn and
seek advice from mentors, but also each other. An analysis of 847
threads in the Workplace subforum of StackExchange revealed
that career guidance was sought on best practices like resume
building and interviewing, threats to career progress, and time-
sensitive decision making. Users valued the forum for its diversity
in answers, immediacy, accessibility, and reciprocity within the
community [44, 95]. These studies affirm the capability of social
media to support youth career exploration.

Surprisingly, there has not been much literature introducing new
designs that utilize social media for career exploration. As described
earlier, students already use social media for informal learning in
many ways, and #DayInTheLife videos already exist showcasing
career information. Indeed, in a qualitative study on informal learn-
ing practices by teens using social media, “career/future planning”
emerged as one of the three themes [7]. Research has also explored
the appropriation of social media platforms for peer support and
coordinated participation, and ways to “design for appropriation”,
though not for career exploration specifically [47-49]. This paper
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seeks to introduce a new design approach that enables one to lever-
age social media towards creating integrated career exploration
experiences.

2.4 Youth career identity formation

To effectively support youth career exploration, it is important
to recognize that career exploration does not only consist of iso-
lated exploratory events, but is part of a career identity formation
process potentially spanning years. This is why it is important
to consider how one can integrate exploratory encounters into a
broader supportive framework.

Adolescence is marked by identity development and exploration,
with teens frequently asked to describe their career aspirations
and interests [11]. Career identity formation involves individuals
linking their motivations, interests and competencies with career
roles that are acceptable to them and align with their authentic
self, values, and goals [68]. Many factors such as parental influence,
peer influence, religious orientation, media, nationalism, economic
conditions, teachers’ power, and personal preferences influence the
career identity formation process [92]. Media portrayals of adult
career roles can inspire and motivate adolescents to work towards
their career aspirations [92].

In Marcia’s Identity Status Theory and the Meeus-Crocetti Model
[20, 59], career identity formation consists of intertwined dynam-
ics of making career commitments, exploring those commitments,
and reconsidering those commitments towards defining authentic
commitments [19]. Researchers have also linked Marcia’s Identity
Status Theory and the Meeus-Crocetti Model to adolescent media
usage [81-83, 101], with mixed results. While some find that online
social comparisons of ability contribute to lower identity clarity,
others have found matured identity formation in adolescents to be
associated with heavier engagement in online activities.

A tool that can be used to facilitate these commitments is re-
flective practice. Reflective practice is the intentional meditation
on one’s thoughts, feelings, and experiences and helps to facilitate
learning from oneself. [75]. Theories surrounding reflective prac-
tices have been investigated with respect to its benefits in education.
First year teaching students in a doctorate program were asked to
use their own stories to supplement their learning through diaries,
linguistic autobiographies, and narrative accounts [53]. Researchers
have found that these reflections expose an opportunity to engage
with their educational content more deeply by connecting new top-
ics to their own personal learning life experiences. Previous work
on the use of reflective practices have largely been focused on stu-
dents of higher education. [75, 76]. Yet, these studies demonstrate
the potential of reflective practices being useful tool for younger
students as well. In our work, we implement intentional touch
points of reflection to deepen introspection of the content being
consumed with the personal experiences and aspirations of stu-
dents, encouraging a more coherent learning journey in their career
identity development.

Our paper is motivated by the opportunity that social media
platforms hold for supporting career exploration as well as the con-
straints they have for integrating the rich but isolated encounters
youth may have on those platforms into a more holistic process for
supporting youth in their career identity formation process.
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3 METHOD

This research through design study was motivated by an interest in
understanding the value of social media for supporting career explo-
ration, and how one should best design experiences that leverage
social media for that purpose. Early pilot interviews had surfaced a
tension between the strengths social media had for learning and
the lack of integration that prevented those strengths from being
fully leveraged, which led us to our final two-part study of 10 col-
lege youth combining: 1) interviews about their past use of TikTok
#DayInTheLife videos for career exploration and the perceived ben-
efits and limitations they saw, followed by 2) a talk-aloud study in
which we observed their use of our wizard-of-oz [63] experience
prototype [15] that sought to provide and elicit reactions to a simple
experience of how one might integrate encounters on social media
to facilitate reflection and support purposeful learning goals. We
sought to answer the following questions:

RQ 1: What are the perceived benefits and limita-
tions of social media-based #DayInTheLife videos for
supporting youth career exploration?

RQ 2: What benefits do integrated learning experi-
ences provide for augmenting career exploration on
social media and what contextual risk factors or de-
sign factors need to be considered in their design?

3.1 Recruitment and Participants

We recruited college students through campus newsletters, email
lists, and social media. The recruitment message included a screen-
ing survey asking about demographics and background context
relevant to the study (e.g. current career interests, use of social
media, and the extent to which they used different channels for
exploring careers, including #DayInTheLife videos on social media).
Since our study focused on helping students explore careers, we em-
phasized students at earlier stages who would be more likely to need
support exploring future career paths (5 first-years, 4 second-years,
and 1 third-year). We selected 10 respondents with diverse majors in
STEM spanning game design, computer science, linguistics, biology,
business management economics, neuroscience, electrical engineer-
ing, and bioinformatics, and with diverse career interests such as
software engineer, ui/ux design, pediatrics, archivist, data analytics,
environmental engineering, and so on. Our respondents indicated
varying levels of familiarity with Tiktok and #DayInTheLife videos,
with 7 respondents having encountered TikTok #DayInTheLife ca-
reer videos and 3 respondents who did not use TikTok or did not
recall encountering #DayInTheLife videos (see Table 11).

3.2 Experience Prototype

Our prototype was specifically designed to provide a way for par-
ticipants to interact with #DayInTheLife videos natively within the
TikTok platform while also integrating those interactions together
in ways that promote reflection and synthesis towards a better
understanding of their career goals and aspirations, as described
below and depicted in Figure 1.

'We provide background context for each participant in our participant table to help
with interpretation of quotes, but leave out participant-level demographic information
to minimize risks of deidentification.
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3.2.1 Viewing TikTok #DaylInThelife videos and mentioning an ac-
count handle in a post comment. Users first explored careers through
viewing #DayInTheLife videos on TikTok presented to them on
their For-You page or found using the search feature. After viewing
these videos, users could add structured comments to these posts
in which they would mention an account handle that we had cre-
ated, @explore.careers, and use hashtags from a predefined hashtag
scheme to convey information such as their level of interest in a ca-
reer. The mention of our @explore.careers account provides a way
to identify and integrate encounters users have with #DayInThe-
Life videos, and the comment text and hashtags allow for collecting
initial reactions, preferences, thoughts, or questions. To explore
the extent this native affordance could be used to support desired
interactions and information, we had different hashtags schemes
that participants could choose between (e.g. one might use #inter-
est1, #interest2, #interest3, #interest4, #interest5 to convey increasing
levels of interest in a career similar to a 5-star rating system).

3.2.2  Facilitated reflection through one-on-one chatbot conversa-
tions with the account handle. After mentioning @explore.careers
in a post comment, we followed-up with the user through private
one-to-one “chatbot” conversations that facilitated user reflection
on the post content towards career identity formation across multi-
ple interactions over time. The “chatbot” was implemented through
the Tiktok’s direct messages (DMs) feature and for the scope of the
study was executed through a Wizard-of-Oz protocol in which a
member of the research team played the role of the chatbot. We
chose to use a chatbot to elicit reactions to an integrated learning
experience because it used a native affordance common to almost
all social media platforms and because the conversational context
is perfectly suited for interactions that connect and build over a
period of time. We note that this choice does not indicate a belief
that reflection should be facilitated solely by an Al agent.

The chatbot asked intentional questions to elicit deeper engage-
ment, reflection and synthesis of the post content being consumed
towards helping the user evolve their career identity, e.g. to elicit
reflection on the reasons for the rating they gave or what aspects
they liked about the career. For example, a user that just rated a
video might get a message saying, “You rated a video about Data
Analysts with a rating of 5. I see you are highly interested in this ca-
reer! What are some aspects of this career that you liked?”. Follow-up
questions encouraging the user to reflect critically about how the
career aligns with their own goals and aspirations include: “Can
you imagine yourself as a professional in this career in the future?
Does it align with the desired lifestyle you want for yourself?” or
“How do you see it fitting with your passions, abilities and experi-
ences?”. Over interactions with multiple posts, reflection prompts
encourage users to compare or aggregate information they learned
from previously engaged content. These questions help users to
reflect in ways that build on past reflections and connect across
disparate posts towards creating a more integrated experience.

3.3 Study Procedure

Selected respondents participated in a one-hour in-person study.
The study began with a brief, 15-minute, semi-structured interview
that sought to more deeply understand their interaction with and
experience of #DayInTheLife career videos on social media, and
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ID Career Interests Prior Tiktok Use Prior Exposure to DITL
P1 Software Engineer, U/UX Designer, Data Analyst 0-2 hours a day Has seen DITLs of Software Engineers
P2 ML and NLP Engineer, Frontend Developer, Linguist, Language ~ 0-2 hours a day Has seen DITLs about students or careers like teaching and law
Teacher
P3 Game design, UI/UX Design 0-2 hours a day Has seen DITLs of college athletes
P4 Pathology, Pediatrics, Trauma Surgeon 0-2 hours a day Has seen DITLs of college students
P5 Smithsonian Archivist 0-2 hours a day Has seen DITLs of "That Girl" and Study With Me’s
P6 Business Analysis, Data Analysis, Consulting Work 0-2 hours a day Has not seen DITLs
P7 Computer Science, Project Managment Does not use Has not seen DITLs
P8 Psychologist 0-2 hours a day Has seen DITLs of athletes or people with successful careers
P9 Data Science, Environmental Engineering Does not use Has not seen DITLs
P10 Surgeon, Researcher, Professor 0-2 hours a day Has seen DITLs from different countries
Table 1: Participant Table
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for yourself?
" G e e .
aeveloper FAANG Saftware Engincer @ w e rot oy w0
purple_pineapple
I think so. | am a little worried about work-life
balance as a software engineer though. | am not sure
what kind of role would be suitable for me and what
kind of hours | would have to put
2. The user adds comments

1. User interacts with
TikTok platform to view
#DayInThelife videos

Figure 1: The experience of our experience prototype was focuse

tagging @explorecareers
with indicated level of
interest via hashtag

Interesting... We recommend exploring about Frontend
Developers and Backend Developers. Here are two

#DayintheLife video recommendations for you to continue
exploring:

d within social media where 1) users explore the rich content

on social media such as the #DayInTheLife videos on TikTok on their feed or in search results, 2) users use our account handle
to tag our dedicated account, providing a way for linking the interactions together, and leave comments with their preferences
and thoughts on the career, 3) users are prompted to follow-up on their interaction by chatbot conversations that asks multiple
reflective questions and support connecting with previous reflections

what they liked or disliked about them in comparison to other career
exploration resources and content (e.g. “Have TikTok #DayInALife
videos had any influence on your career goals or career exploration
previously? Can you describe how?” or “What are some aspects that
you felt were lacking from #DayinALife videos when it comes to career
exploration?”).

The remaining 45-minutes focused on a talk-aloud study in
which students engaged with the described Wizard-of-Oz expe-
rience prototype. Three researchers were present in each session in
the roles of primary interviewer, note-taker and the wizard. The pri-
mary interviewer briefly introduced the participant to the concept
and how they would be able to interact with posts using structured
comments. We then presented participants with 8 possible hashtag
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schemes that they could use when interacting with #DayInTheLife
videos along with an example of its intended use as a comment
on videos. The schemes in our prototype varied in the keywords
used to express interest (e.g #explorel versus #interest1), the pres-
ence or absence of numbers in the scheme (e.g #interest1 versus
#less-interested) and the number of levels of ratings such as 5-level
ratings, 3-level ratings, binary ratings (e.g #prefer, #donotprefer) or
level-less ratings (e.g #notforme, #iloveit). Participants were asked
to describe their initial thoughts on each of the eight schemes as
they scrolled through them and to choose three that they liked
most. After they described which they preferred and why, they
were asked to actually try out their choices by commenting on a
chosen Tiktok to experience the feel of typing out the structured
comment. Participants discussed their experience, including which
scheme was ultimately their top preference, and any possible chal-
lenges they may have faced in making the comment. The aim was
to elicit insights on the design of hashtag schemes by understand-
ing what better fit participants’ mental models and what usability
issues might arise.

Next we dived deeper into the process by asking participants to
browse through a predefined set of TikTok #DayInTheLife videos
and to share out loud their thoughts, feelings, and reactions as
they viewed and interacted with them. Before the study began,
we had already gathered a large pool of #DayInTheLife videos
from a diverse range of careers and handpicked 5 videos for each
participant. These videos were selected based on their screening
survey responses to include at least 2 videos from careers they were
interested in with the remaining 3 randomly selected to be careers
they may be neutral towards or not interested in.

Participants watched the TikToks given to them and then in-
teracted with them using the hashtag scheme #interest1, #interest2,
#interest3, one of the top ranked hashtag schemes based on earlier
pilot studies. The wizard had access to the @explore.careers TikTok
account, so could see live updates as the user interacted with the
account and was also able to hear the user as they were prompted
by the primary interviewer to talk-aloud as they interacted. The
wizard initiated follow-up conversations with them through DMs
that were specific to their interactions to simulate the experience a
user might get of integrating and reflecting deeper on the content
they had viewed in conversation with the chatbot. At the end of
the session, participants were asked questions regarding their expe-
rience, their thoughts on the integrated learning concept and their
reflections that arose during the talk aloud study. At the conclusion
of this process, they were asked to fill out a final survey about their
experience and thanked for their participation.

3.4 Qualitative Analysis

The interview and talk-aloud study were audio recorded, tran-
scribed, and analyzed along with the survey responses using an
inductive coding process. Transcripts were cleaned and broken
down into sections using holistic coding. Three researchers en-
gaged in initial open coding to identify potentially relevant data
in the raw qualitative data [94]. All researchers then discussed and
clustered initial codes to identify themes utilizing inductive the-
matic analysis to discern and group together recurring patterns
within the data [93]. These themes were refined and iterated on
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over the course of multiple rounds of coding. Theories on career
identity formation provided sensitizing concepts [14] during theme
development, but we did not use them in a deductive manner to
define predetermined themes. Discussions after initial coding also
led us to see connections to theories of behavior change, especially
those of B] Fogg [26], which were then used to iterate on our themes
and inform later rounds of coding. In each subsequent round, at
least two researchers independently recoded each of the interviews
and respective survey responses. Finally, discrepancies or newly ob-
served subthemes were discussed and resolved with all researchers
through comparative analysis.

4 BENEFITS AND LIMITATIONS OF
#DAYINTHELIFE VIDEOS FOR CAREER
EXPLORATION

Our first set of analyses centered on understanding the benefits and
limitations of social media #DayInTheLife videos (DITL) for career
exploration (see Table 2). We identified five themes relating to
benefits, two centered on the benefits for various dynamics of career
identity formation (in relation to the Meeus-Crocetti model [20])
and three centered on benefits for behavior change (in relation
to Foggs Behavior Model [26]). However, we also identified four
limitations to their usefulness for career exploration related to their
format, focus, context, and representation. Together, these motivate
the opportunity of social media content for career exploration as
well as the need for SIMPLE apps (or some other intervention) for
enabling users to fully utilize the potential benefits.

4.1 Benefits for career identity formation

As mentioned in Related Work (Section 2.4), the Meeus-Crocetti
model describes identity formation as a process of making com-
mitments and then engaging in exploration and reconsideration
of those commitments towards authentic commitments [20]. Par-
ticipants described DITL videos as providing a lightweight way
to explore “firsthand” depictions of a profession and described
how it facilitated reflection, reaffirmation, and reevaluation of their
lifestyle goals and aspirations.

»

4.1.1  Provides personal “firsthand” depiction of “how their life works”.
Participants appreciated how the DITL videos provided a “more
personal picture” (P6) into specific careers, expressing that these
personal accounts were “firsthand information” (P8) helpful for un-
derstanding “what people in various careers are going through in the
day to day basis” (P8), “how it works... how your work schedule is
gonna be” (P10), and “what would I be getting myself into, like, if
I want to pursue it (P6)”. Some elaborated on their specific career
exploration contexts:

“I'm like a business major. So a lot of them are like daily
life of a big four accountant... it’s like interesting to like,
see, like how their life kind of like works... how stressful
it is... like hybrid schedules and stuff. I felt like that was
pretty interesting. And it gave me like a better scope of
like, what these jobs would entail.” (P6)

“T know I want to work in a hospital I kind of already
knew like, what to expect like, but I guess for different
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Theme

Subtheme

Illustrative Quote

Benefits for career iden-
tity formation

Provides firsthand depiction of
how their life works

Facilitates reflection, reaffirma-
tion, and reevaluation of goals

Yeah, usually like, since they give kind of like a more personal like picture of what’s going on? Like usually I
use those videos to kind of like understand, like, what would I be getting myself into, like, if I want to pursue
it?

But I think like watching these videos, kind of reaffirms that sense, if that makes sense. Like, oh, coz like, I'm
still thinking like, what I want to do post grad. And sort of like, I don’t know, it’s kind of nice to have, like,
some reinforcement on what I think are potential paths for me.

Benefits for behavior

change

Reduces barriers through casual,
digestible formats

Creates entry points for potential
further exploration

Motivates and inspires lifestyle im-
provements

It is a one minute max video. So it’s not like it’s too much of a commitment. It’s just you watch the video and
you kind of like, get a general vibe.

It gives you an outlook, it gives you an idea and then it just gives you enough to know if you want to continue
looking into it deeply.

Okay, yeah so there’s this guy whose name is Singh in USA. And he’s like, he got an internship at Microsoft

and that was the first one I watched. And then after that, it gave me like, kind of motivation to work more, so I
can work at Microsoft too

Limitations from Format,
Focus, Context, and Rep-
resentation

Short-form nature and lack of in-
tegration insufficient for decision-
making

Nature of social media context
not conducive for reflection and
follow-up

Entertainment / influencer dimen-
sion takes away from career focus
and realism

Lacks representation of or person-
alization to diverse backgrounds
and values

You can only get so much in 60 seconds. I think that’s one limit, especially for like complicated careers. I would
say. Like for CEOs, I don’t know what CEOs actually do, but I imagine it’s complicated

I'mean, I don’t think there are any benefits of using Tiktok. Because you get distracted a lot. You know, there
will be some funny videos coming in, you would start watching them and you know, lose attention. Even if
you're working on something very important. Just one video can change your mind. And you can just get
distracted, you know.

TikTok is more geared towards entertainment, that I don’t find many videos like that, that are like very, like,
have like all this explanation about like, what they do. And like, one of the views I saw on there was more
geared towards a lifestyle than the actual like, like lifestyle outside of work than what they do during work
it’s always for big tech companies. And I don’t, even though I'm a CS major, I actually am not the most
interested in working at like, any famed company, because they seem kind of, well, I don’t know, corporate.

Table 2: The themes and subthemes pertaining to the Benefits and Limitations of #DayintheLife videos for career exploration

like jobs and by the hospital, there’s different like call
times and stuff, which it showed which was nice.” (P4)

4.1.2  Facilitates reflection, reaffirmation, and reevaluation of goals.
These firsthand depictions of how life works helped catalyze ex-
ploration, reflection, and evolution of participants’ career identity
and aspirations. In some cases, DITL videos led them to critically
assess and reevaluate their compatibility with a particular career or
certain types of jobs within that career, teaching them “what it is
that I don’t want to do” (P5) or that “careers that I thought I wanted...
I'realized I actually did not want to do.” (P8):

“they’ve sometimes made me consider different career
opportunities... I'll look at some types of accountants
and I just don’t really want to do it. Because I don’t
really feel like the type of work like, be normal with
me.” (P6)

In other cases, DITL videos helped to reaffirm and “validate the
things that I want” (P5), or to learn more about and refine the details
of their preexisting career goals:

“[1] already have a solid perception of self... But I think
like watching these videos, kind of reaffirms that... it’s
kind of nice to have, like, some reinforcement on what I
think are potential paths for me.” (P1)

“Sometimes, I see a video and I'm like, how can I incor-
porate that into game design? Because that seems fun
and I want to do that. But I also don’t want to like, give
up on the career that I'm pursuing right now. So I like
try to combine.” (P3)

4.2 Benefits for behavior change

Beyond the benefits DITL videos provide for exploring, reflecting,
and evolving authentic career commitments, their design also helps
overcome barriers to behavior change. Foggs Behavior Model [26]
describes behavior change as dependent on three factors: Motiva-
tion, Ability, and a Prompt/Trigger. People change their behavior
when they are prompted to do so and have a level of motivation
that is high enough given the ability/effort required.

DITL videos on social media feeds provide the prompt and the
short format makes engagement extremely low effort. This engage-
ment then itself acts as another prompt for further exploration
while also serving to increase motivation to take action in other
higher-effort steps towards their career goals.

4.2.1 Reduces barriers through casual, digestible formats. Partici-
pants appreciated the ability to explore through ‘quick, one minute
videos [that] feel more engaging.” (P6) Interpreted through Foggs
Behavior Model, the short format and casual, digestible nature of
DITL videos within social media feeds prompts people to explore
careers including “careers that aren’t really advertised as well.” (P8)
and creates a low effort context to make exploration accessible, e.g.
“for [those] who don’t have the means to actually shadow someone.”
(P4) As some participants elaborated,

“it is a one minute max video. So it’s not like it’s too
much of a commitment. It’s just you watch the video,
and you get a general vibe. And then from there, just
expand on that and see if you get more videos, just
depending on what the algorithm gives you. (P1)

“it’s just a casual thing to do. you don’t have to think
about like, in one moment I'm really like, trying to
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figure out this career. Just like casually scrolling and
like seeing this is like, Oh, interesting...” (P2)

P2 compared this to alternative platforms that made them feel
overwhelmed and pressured:

‘I don’t use that many tools to help me but like [in] high
school, they [had] this one website [that] just like had
like a list of occupations. And it was just like really hard
and... pressurizing to like, go through that... TikTok was
really nice. It’s just casual.” (P2)

4.2.2  Creates entry points for potential further exploration. Par-
ticipants described engagement in DITL videos as also acting as
a “prompt” nudging students towards further career exploration
outside the platform. Though videos are short, they provide just
enough information to “get you thinking” (P7), “to know if you want
to continue looking into it deeply” (P9), and to know what and how
to explore:

“sometimes I'll see like, um day in the life videos for
really niche companies and I'll be like, I never heard of
that one before so I'll like research it” (P1)

“Like I will be scrolling on Instagram or Snapchat and
will see like, stuff about specific major how it’s about
the future of this, they produce this type of tech, they,
They’re into this research, and it just intrigued me.
Maybe I'll go do my own research about it once, like I
have, you know, pigeonhole into the thing.” (P9)

4.2.3 Motivates and inspires lifestyle improvements. Engagement
in DITL videos not only prompts students to further exploration, it
also provides a source of inspiration and motivation. For some, this
motivation centered on particular careers and setting goals to “try
to think how I can get there” (P2). For example,

“if you see these videos, they kind of motivate you to
work in these big tech companies... there’s this guy
whose name is Singh in USA. And he’s like, he got
an internship at Microsoft and that was the first one I
watched. And then after that, it gave me like, kind of
motivation to work more, so I can work at Microsoft too.”
(P10)

For others, motivation stemmed from seeing work habits of others,
“like a very put together structure” (P7), motivating them to improve
their own productivity for developing their career:

‘T feel like looking at successful people for me, and as
far as me to stay on my grind per se. So I do say like
inspiration, inspirational for me in that way.” (P1)

“T do think about them, like, okay, like, how can I im-
prove my schedule through like, what kind of stuff that
they do? And like how I can like just relate it to myself.
I think a little bit like that..” (P2)

“it motivates me to do my work. And I'll watch so many
of them to the point where it’s like, okay, well, now I
feel bad about the fact that I'm not being productive.
And then I'll basically use that to leverage myself into
being productive.” (P5)
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4.3 Format, Focus, Context, and Representation

Despite the many benefits of DITL videos, students also described
limitations to their usefulness as a resource for career exploration.
First, the short form nature and lack of integration makes them
insufficient for decision making without further research. Second,
the nature of the social media context is not conducive to reflection
and follow-up. Third, the realism and career focus can be affected
by the tendency of influencers to over glorify their careers or focus
on entertainment to increase views. Finally, the lack of diverse
representation of background and values can decrease the value
for underrepresented students.

4.3.1 Short-form nature and lack of integration insufficient for decision-
making. Participants felt that the short form videos about the career
meant “you can only get so much in 60 seconds... especially for compli-
cated careers” (P1) and that “it isn’t in depth enough....doesn’t tell you
exactly how to get there.” (P5). Some participants described prefer-
ring and using other platforms like Facebook and YouTube “for that
longer form content” (P1) describing a “huge gap with TikTok” (P6)
and a need “to gear TikTok into like potentially longer form content”
(P1) or “kind of integrate it.” (P6)

“you’re looking at like a small picture... You're just see-

ing like, oh, yeah, I just got coffee on this day... if there

was a way to make longer videos or kind of integrate it,

I feel like that would make it way better.” (P6)

Another participant described the need to watch and integrate
multiple videos to obtain an accurate picture of a career:

“Take the video, a singular video with a grain of salt,
because it is a personal anecdote, and everybody’s ex-
perience is different... if you only look at like, a few
DayInTheLife videos... you'll get this misconception of
what the career actually entails because it’s different for
different people and different in different locations.....[It]
has to be an ongoing process.” (P3)

4.3.2  Nature of social media context not conducive for reflection
and follow-up. Participants described the social media context as
not conducive for the reflection or follow-up needed for career
exploration: “it can be dismissed because it’s like a social media
platform.” (P8) As some participants elaborated:

“you get distracted a lot... there will be some funny
videos coming in, you would start watching them and
you know, lose attention... Just one video can change
your mind. And you can just get distracted.” (P10)

“They have the whole For-You-page that’s happening...
[you] like get distracted... another thing is the refresh
button. Really hard to find another [similar] video, you'd
have to go and search it up for a while.” (P8)

4.3.3 Entertainment / influencer dimension takes away from career
focus and realism. Participants expressed that “Tiktok is more geared
towards entertainment” (P2). Participants described ‘“really long in-
tros, that didn’t really pertain to the career” (P1) or content that
spent a lot of time on “lifestyle outside of work” (P2). “People are just
sharing [their] day... they’re not giving you any knowledge.” (P10)
They described that “it really depends on who the influencer is... if
the person is trusted in their fields” (P8) and if they are “good content
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producers” (P9). They characterized many influencers as trying to
get more views and likes, resulting in inaccurate or overglorfied
depictions of careers. They “entice you” (P6) and make “it [feel]
more like attractive” (P6). As one participant elaborated:

“Tthink it’s cool to like fantasize about because usually,
like the Day in the Life videos I see are like very much,
Idon’t know if I'd call them like, realistic per se, where
it’s more like, oh, I go to the gym. I go to like, a really
nice restaurant. And then like, they do like 20 minutes
of coding. I don’t know how realisitic that is. Yeah, but
like, I don’t know, it’s cool to think about at least.” (P1)

One participant compared the quality with actual shadowing:

“lin] my senior year of high school, I went and like
shadowed different doctors... it was a real life day in
life instead of just like a day in life on TikTok. And I
think actually being there and experiencing it is a lot
different because you see, oh, literally everything and
not just from their perspective.” (P4)

4.3.4  Lacks representation of or personalization to diverse back-
grounds and values. Finally, one participant described limitations
due to representation of backgrounds and values that did not align
or connect to her personally:

“But every now and then I'll get like, some older white
guy talking about like, oh a day in the life of like usually
an engineer, and I'm not always interested in what they
have to say, because they’re white guys....and it’s always
in San Francisco.” (P5)

“with career videos, I don’t find them that helpful, if
I'm being honest, because it’s always for big tech com-
panies... [I] am not the most interested in working at
like, any famed company, because they seem kind of
corporate... And I prefer a bit more with more fluidity
in my career, which isn’t exactly reflected.” (P5)

5 EXPLORING THE EXPERIENCE OF
INTEGRATED ENCOUNTERS WITH
#DAYINTHELIFE CONTENT

Our second set of analyses centered on understanding participant
reactions to the wizard-of-oz experience prototype of integrated
encounters as described in the methods section (Section 3). Partici-
pants described the integrated learning experience as supporting
reflection and adding interactivity in a natural way, and their expe-
rience in the process helped surfaced risk factors such as discomfort
with public comments and the distracting nature of social media
(see Table 3). Their preferences around hashtag schemes and en-
gagement with follow-up DM conversations reveal factors that need
to be considered in designing such purposeful learning experiences.

5.1 Benefits include facilitating reflections and
adding interactivity in a natural way

5.1.1 Questions and Comments facilitate intentional reflection and

slowing down. People described the ratings and chatbot conversa-

tions as disrupting their typical dynamic of continuous scrolling

and how the chatbot questions “really made me think a little bit
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more” (P7) when in the past they might just “go on to the next thing”
(P2):

‘I feel like the chatbot helped me slow down a little bit

and realize, okay, like, what are the important things

in that video? Like, what did I like the best.” (P1)

“Watching the videos and...having to rate it makes you

actually think about how important what they are say-

ing is.” (P7)

5.1.2  Integrating support for career exploration adds agency, inter-
activity, and fun. Students also described how it also improved their
experience of TikTok. The typical TikTok experience centers on
endless shallow consumption of content. Integrated interactions
added depth, making it “fun... way more interactive than just TikTok
on its own” (P3). Students also commented on how it gave them
more agency:

“it gave me like a sense of agency... I felt like I was like,
deciding on if this job would work out or not.” (P6)
“It’s a very different kind of interaction because it’s a
bot, like it’s always going to talk to you and always
gonna respond to you. Whereas the creator, like might
not never see your comment.” (P3)

5.1.3 Building on existing social media makes it accessible, intuitive,
and effective. Finally, students liked that the experience was built on
top of natural interactions within existing social media platforms.
Participants described the process as “pretty easy especially because
commenting on your FYP is pretty common” (P8) and helpful since we
are employing “a platform that they’re already used to” (P8). Building
on existing social media allows participants to engage in career
exploration in a way that already feels intuitive and accessible to
them.

“Ifeel like tagging the account in order to get that kind of

conversation going in the comments. I think that’s like,

the most intuitive way...just using... the actual TikTok

framework itself” (P1)

Participants described liking the transition and integration from
public comments to private conversations:

“the comment itself is just like the tip of the iceberg. So

it gives you a general idea of my interest level. And then

if you want to know more about my interest level, you

can like see my responses to the chat bot.” (P3)

“T thought it was pretty intuitive, like the process where
it’s like, okay, make the comment, and then it goes
straight into a DM, I thought that all works pretty
nicely.” (P1)

5.2 Risk factors include discomfort with public
comments and distracting social media
context

5.2.1 Discomfort with public comments. Despite feeling that build-
ing on existing social media was intuitive and effective, some par-
ticipants expressed discomfort with commenting publicly on DITL
videos because of the perceptions of the content creator and their
friends, saying “it’'d be funny if one of my friends came across it” (P8)
and it’d be “very random for other people to see” (P2).
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Theme

Subtheme

Illustrative Quote

Benefits of Integrated Ex-
periences

Questions and Comments facil-
itate intentional reflection and
slowing down

Integrating support for career ex-
ploration adds agency, interactiv-
ity, and fun

Building on existing social media
makes it accessible, intuitive, and
effective

I feel like the Chatbot helped me slow down a little bit and realize, okay, like, what are the important things in
that video? Like, what did I like the best

It’s a very different kind of interaction because it’s a bot, like it’s always going to talk to you and as always
gonna respond to you. Whereas the Creator, like might not never see your comment

I feel like tagging the account in order to like, get that kind of conversation going in the comments. I think
that’s like, the most intuitive way I think with like, just using like, the actual TikTok framework itself.

Risk factors of our ap-
proach

Discomfort with public comments

Distracting nature of social media
can prevent engagement in career
interactions

But, I will say that if I was less interested in it, I would feel very uncomfortable writing that and having the
Creator like get the wrong idea. Because people can be very mean on the internet

I don’t think it should be used as a main tool, like I said, because I mean, at the end of the day, it’s there for
entertainment. And I continue scrolling or looking at career options are going to look into memes or whatever
other things are on there, and then I'll just forget the career aspect of it

Design factors for struc-
tured comments and con-
versations

Hashtags need to be expressive
enough to support one’s intent

Hashtags need to be cognitively
and logistically easy to use
Conversations should be purpose-
ful, responsive, and integrated

Sometimes I'm like neutral on a career. But I still like want to explore that field, if I'm like, thinking of it as like
a user. So I don’t know, I feel like it’s nice to have that middle option

Not a fan of the no numbers only because it’s a lot more to type. And I feel like when people are on TikTok,
they’re there to mindlessly scroll. And if they have to type too much, I feel like you're going to lose interest
Make it more like personal or like, like my responses would like actually kind of be factored in factored in
with like, career exploration and like searches. Yeah, I think I'd prefer it way more

Table 3: The themes and subthemes pertaining to the Exploring the experience of integrated encounters with #DayInTheLife content

“I'm not a hashtag girly... never have been a fan of
leaving comments... that’s awkward for me” (P5)

This was particularly true for hashtags expressing lack of interest

in a career:

“if I was less interested in it,  would feel very uncom-
fortable writing that and having the Creator like get
the wrong idea. Because people can be very mean on
the internet... the creator of the videos might misinter-
pret that as throwing some shade... I would have been
uncomfortable had the hashtag have been something
other than like, interests one through three” (P3)

For one participant, discomfort with public comments related to

privacy implications:

“people don’t need to know my opinions online..like,
don’t share your self online. I believe in digital footprints,
Idon’t like people being able to track my opinions.” (P5)

5.3 Design factors to consider when
implementing structured comments and
conversations

What should a designer keep in mind when designing integrated
encounters? Two important things to consider in the design space
for our method included: (1) what structured comments (hashtag
schemes) one would like to support, and (2) what follow-up prompts
one might ask in the DMs. Participant reactions and preferences to
our wizard-of-oz experience prototype showed hashtags need to
balance being expressive enough to support one’s intent while also
being cognitively and logistically easy to use. Conversations in DMs
need to be purposeful, responsive, and integrated to keep students
engaged.

5.3.1 Hashtags need to be expressive enough to support one’s intent
while being cognitively and logistically easy to use. There were sev-
eral ways in which student preferences showed a need for hashtags
to be expressive enough to support one’s intent. For example, some
participants expressed the importance a neutral option to provide
flexibility for students who “aren’t really sure, [but] still want to get
more stuff like this in your feed” (P7):

“..sometimes I'm like neutral on a career. But I still like

5.2.2 Distracting nature of social media can prevent engagement in
career interactions. Even though writing comments and responding
to follow-up prompts does help people slow down and reflect to
some extent, one participant expressed that the distracting nature of
social media might prevent them from engaging in these activities
in the first place :

‘T don’t think it should be used as a main tool, like I
said, because I mean, at the end of the day, it’s there for
entertainment. And I continue scrolling or looking at
career options are going to look into memes or whatever
other things are on there, and then I'll just forget the
career aspect of it.” (P9)

want to explore that field... I don’t know, I feel like it’s
nice to have that middle option.” (P1)

In terms of number of levels, participants who preferred a 5-level
rating system described it being easier to express their interest level
when they had “a wider range of options” (P7), saying that “where
there’s less levels it gets harder as you are in between a little bit more.”
(P8):

“Ifeel like the five level scale is better because it accounts
for like a lot more leeway like if you’re like slightly
interested in something” (P6)

Participants also described a need for the hashtags to be cog-
nitively and logistically easy to use. For example, while a 5-level



DIS ’24, July 1-5, 2024, IT University of Copenhagen, Denmark

rating system was more expressive, it can be “pretty overwhelming”
(P3) and “gives too [many] options for the person to think about” (P2).
This led some participants to prefer a 3-level rating system:

“the three level one actually was the best because it
doesn’t require a lot of reflecting. And you can still say
I’'m not sure about it” (P9)

“before, I was like five would be good. But now that I did it, I kind of
think three is better. I think five would overwhelm me too much.” (P4)
Participants described preferring hashtag schemes with number
systems rather than numberless schemes because it was a better
cognitive match and easier to remember: “numbers are easier to
Just look at” (P4) “Without numbers it makes it a little vague” (P7).
They preferred the use of “interest” rather than “explore” because
it “makes more sense” (P6) and was best for expressing their intent:

“the word interest kind of conveys exactly what I'm
trying to do with this hashtag. Because I'm trying to
think like, you know, what, if I forgot what I'm doing
this hash tag for. I like the interest, the word itself, kind
of as a reminder of like, what we’re doing here.” (P3)

Participants also described the need for interactions to be logisti-
cally fast. In an early pilot, users were frustrated when they had to
switch keyboards on their phone to use special characters (e.g to
type a hyphen for “interest-1”), leading us to remove this option
for the final study. As one participant said,

“when people are on TikTok, they’re there to mindlessly
scroll. And if they have to type too much, I feel like
you’re going to lose interest.” (P3)

5.3.2  Conversations should be purposeful, responsive, and inte-
grated. Students expressed wanting questions that were “more spe-
cific [rather than] very open ended” (P2) and responsive to the video
and the student’s past responses, where their “responses would like

actually kind of be factored in” (P6):

“it felt a little bit just like robotic like it wasn’t really
like taking like my feedback into consideration. If there
was a way that like, it could respond or like come up
with some counter points...” (P6)

They described a more personalized experience that was also in-
tegrated with the environment, e.g. through “hav[ing] the chatbot
kind of like, recommend me videos” (P6) or “queu[ing] another TikTok,
kind of based on those responses.” (P1)

6 DISCUSSION: LEVERAGING SOCIAL MEDIA
CONTENT FOR PURPOSEFUL LEARNING

In this section, we synthesize our findings to reflect on impli-
cations for social media as a site for purposeful learning expe-
riences. We then introduce the concept of SIMPLE apps (Social
media Interactions Merged for Purposeful Learning Experiences)
for designing experiences that build on social media content in
ways that integrate them towards more holistic reflective learning
experiences, both for career exploration and beyond.
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6.1 Implications for social media as a site for
purposeful learning experiences

While our results focused on TikTok #DayInTheLife videos for ca-
reer exploration, they also have broader implications for informal
learning on social media. Just as career identity formation is an in-
volved process of evolving authentic career commitments through
iterative exploration and reconsideration in ways that require re-
flection and synthesis of information (see Section 2.4), learning
in other domains also involves a process of evolving knowledge
schemas [84] and engaging in sensemaking to explain and resolve
gaps in knowledge [73, 99]. What would it look like for social media
to not only expose people to useful information, but to actually
support them in the reflective process of synthesizing and evolv-
ing knowledge schemas? Our findings provide a few important
takeaways.

First, we found that social media does have strengths for facil-
itating this kind of deep reflective learning. It can provide rich
firsthand depictions of perspectives and lived experiences (Section
4.1.1) and can facilitate some exploration, reflection, and evolu-
tion of an individual’s perspectives (Section 4.1.2). We also found
that social media has strengths for behavior change. The casual
digestible format of posts enables extremely low-effort engagement
(Section 4.2.1), which can lead to entry points for further explo-
ration (Section 4.2.2) along with increased motivation to match
the higher levels of effort required (Section 4.2.3). The main limi-
tation, however, is that the lack of integration and the distracting
nature of the social media context prevents integration (Section
4.3.1) and reflection (Section 4.3.2). Social media content is also
insufficient on its own due to the entertainment focus of content
(Section 4.3.3) and does not support tailoring to ones own goals,
values, or background (Section 4.3.4).

These insights point to the significant learning benefits that
could be derived from designs that help users integrate the learning
encounters they have so that they are remembered, reflected on, and
synthesized into evolving ones knowledge schemas, goals and val-
ues. Our simple prototype around integrating encounters showed
that doing so can help facilitate intentional reflection (Section 5.1.1)
in an intuitive, accessible way (Section 5.1.3), and in ways that add
more agency, interactivity, and fun to social media (Section 5.1.2).

We see this as a promising direction for reimagining typical
social media dynamics from addictive consumption and doom-
scrolling [56] to a dynamic that supports purposeful reflection
and learning. One particularly thorny challenge to doing so is the
business incentives that come into play. We note that there are
areas of potential alignment with business goals. For example, the
strengths we observed that social media holds for sharing informa-
tion, building awareness, and prompting action directly relate to
their use for advertising, except that they are currently optimized
for impulsive clicks. One could also imagine a sustainable business
model that centers on providing users with the ability to integrate
the encounters they have towards intentional goals that enable the
platform to facilitate purchases that are directly in line with what
the user needs, e.g. courses that help a user work towards a career
they’d like to pursue.
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6.2 SIMPLE Apps: Social media Interactions
Merged into Purposeful Learning
Experiences

How might we further work towards supporting integrated en-
counters on social media? In this section, we discuss one direction
for doing so through what we call SIMPLE apps, Social Media
Interactions Merged for Purposeful Learning Experiences, a con-
cept that builds on our prototype towards a broader framework for
designing integrated social media experiences.

SIMPLE apps are experiences that consists of a combination
of: 1) normal encounters of informational posts on existing social
media platforms, e.g. in their feed or in search results, 2) integrat-
ing interactions with those posts in ways that can be linked to the
application, e.g. through comments that mention a user handle,
browser plugin enhanced interactions, or in a possible future, na-
tive platform support for an “integration API”, and 3) integrating
interfaces that merge disparate post encounters towards holistic
reflective learning experiences and goals, e.g. through chatbot DM
interactions or an external platform linked through social login
(“Login with TikTok”).

6.2.1 Designing integrating interactions in SIMPLE apps: structured
comments, browser plugins, and an integration API. Integrating in-
teractions are post-level interactions that allow a user to record
immediate thoughts, and importantly, do so in a way that can be
programmatically identified and integrated with other interactions.
In our prototype, for example, we used structured comments in
which users could write a comment that used predefined hashtags
to signal interest level in a career and that mentioned the @ex-
plore.careers account to enable identification and integration.

We learned that these post-level interactions need to balance the
tension between increasing expressiveness to support user intents
and decreasing cognitive and logistical complexity to keep inter-
actions simple and easy to use (Sections 5.3.1). For example, out
of the hashtag schemes we presented, participant discussions lead
us to suggesting a three-level scheme utilizing hashtags #interest1,
#interest2, and #interest3. The use of the term “interest” matches
a core intent / mental model of many users exploring careers, the
three levels provides users with a neutral option for expressing
uncertainty, and the scheme is easy for users to recall and use. LLM
technologies may also remove the need for hashtags schemes if
LLMs are able to extract structured data from arbitrary comment
text. This would allow users to write any comment, maximizing
expressiveness while removing the need to remember particular
hashtag schemes.

Privacy issues and discomfort with public comments are, how-
ever, one limitation to using structured comments for integrating
interactions (Sections 5.2.1). This could potentially be alleviated by
simply submitting generic comments like “@explorecareers cool!”,
“@explorecareers :heart”, or just “@explorecareers”. The only re-
quired piece is a mention of the dedicated app handle/username to
enable identification. Preference data could be collected afterwards
through private DM conversations. For those adverse to any form
of public record, some social media platforms also have the option
of sharing a post directly to a user, which could be used to forward
a post to @explore.careers.
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We also note that one can also go outside of native features, e.g.
through creating userscripts or browser plugins that modify the UI
of target platforms to enable integrating interactions. We believe
that future work here could draw from and add to the literature on
designing for appropriation [24].

Designers of social media platforms could also consider directly
supporting an “integration API”. While developer APIs in the past
have typically been defined at the level of posts, one might consider
APIs that allow customization of interaction widgets within posts,
e.g. to allow a user to “save” a post to an “explore careers app”,
with a customizable modal opening after each save in which users
can rate or reflect on careers. Data sharing with developer apps
could be tightly restricted to only the posts that a user saves to
their specific app or in which they use their provided widget.

6.2.2 Designing integrating interfaces in SIMPLE apps: DM con-
versations and external platforms. Besides integrating interactions,
SIMPLE apps also require integrating interfaces that facilitate re-
flection and synthesis. In our prototype, for example, we used DM
conversations to prompt users to reflect back on posts they encoun-
tered and to integrate those reflections towards developing their
career identity. We learned that conversations on DMs, and likely
integrating interfaces in general, need to be purposeful, responsive,
and integrated (Section 5.3.2).

We see interesting directions for designing even more integrated
experiences through linking a user’s social media-based interactions
with an external platform through the use of OAuth authentication
and social login (e.g. “Sign in with TikTok”). For example, after a
user engages in an integrating interaction with @explore.careers,
one might provide them with a personalized link that directs them
to a separate platform (see Figure 2).

By having users login with their TikTok account credentials, the
platform can provide uniquely tailored career exploration support
that is aware of and responsive to the videos the user has already
watched and the preferences, thoughts, and questions they’ve al-
ready submitted. Such a platform could use the users’ past ratings to
provide recommendations for careers or videos to explore, suggest
career reflection activities tailored to their career identity forma-
tion state, or draw from nation-wide occupational data (e.g. O*"NET
and BLS) to present more in-depth and verified data on careers
they are considering. The platform could also link back to TikTok
with recommendations of other #DayInTheLife videos or search
strings that surface particular careers or topics. Just as any other
application, user data would be private and inaccessible to other
users.

Hence, SIMPLE apps leverage the existing rich content residing
on social media platforms by providing a way to integrate across
different bite-sized encounters to help people to listen, explore, and
synthesize the different things they are hearing into an integrated
and interactive experience. They aim to facilitate thoughtful re-
flection of the content and motivate further exploration towards
meaningful action and behavior change.
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1. The SIMPLE app aggregates user’s
interactions, reactions, preferences, etc.

to understand users' unique career

exploration context, and directs them to
their app experience to offer tailored
support.

Great! We've stored your reflections on the ExploreCareers
app and will use it to improve the recommended careers and
resources we provide you. Visit your own personalized link
at www.explorecareers.com/purplepineapple for tailored
support in your career journey!
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2. The app provides synthesis of their interactions,

recommendations, resources for further

exploration and next-steps for informed action
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Figure 2: Following the interactions on social media, users can 1) be guided to an external platform where 2) they receive
suggestions for careers based on their interests, resources for further exploration of those careers, and recommended next steps
for informed and meaningful action such as goal setting and career comparisons. The platform creates a positive feedback loop
with 3) a synthesis of their interactions and reflections grouped by sectors, additional #DayInTheLife video recommendations,
and generated search strings for going back to social media for further exploration.

6.3 Further challenges to SIMPLE apps and
purposeful learning due to social media
biases and limitations

One important caveat to the potential that social media has for
career identity formation is that the content itself may be flawed
in a number of ways. Addressing these biases appropriately is an
important aspect to designing effective SIMPLE apps and will be
an important future direction for using social media to support
purposeful learning experiences.

6.3.1 Biases and limitations of social media content. For social me-
dia content to be an authentic and reliable source of information,
it needs to not only contain accurate content, it also needs to be
comprehensive and representative, relevant for the specific decisions
that users are consuming it for, and fully understood by users [86].
However, many biases can lead individuals to accept information
without critically assessing its validity or credibility [86]. For ex-
ample, positivity bias, the preference people have for positive in-
formation [5], and social desirability bias, the need people have for
social approval [30], can lead creators to over-glamorize or show-
case positive aspects of their profession, obscure the challenges

they face, and more broadly, tailor content to align with popular
trends or towards the goal of maximizing likes, views, comments,
and follows [9].

Biases can also affect how people assimilate information they
read. For example, popularity bias, the tendency to believe some-
thing is true just because it’s widely accepted [18], and similarity
bias, the tendency to believe something is true when creators are
similar to the viewer [86], can cause individuals to easily assimi-
late content with many likes, or produced by creators with high
follower counts or with similar backgrounds [86], rather than more
carefully confirming information for accuracy.

Other factors can also affect the validity of information garnered
from social media for accurate decision-making [86]. For example,
a restricted range of experience can lead people to overgeneralize
from the experiences of a single individual regarding an occupa-
tion, education, training, or employment, which may not accurately
represent the typical or common experience of the profession. Out-
of-date information can result in individuals learning experiences
that were once valid but no longer accurately reflect the current
reality in occupations, education, training, or employment. A con-
text deficiency can also come into play when there is not sufficient
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supplementary data on context (e.g. creation date, geographic loca-
tion, and cultural, visual, and affective cues) for users to assess and
utilize provided career information [86].

6.3.2 Directions for addressing social media biases in SIMPLE apps.
We note that these biases and limitations are not all unique to
social media. Even without social media, individuals can be exposed
to faulty, outdated, or limited information on specific careers or
career options, e.g. due to the information that parents, teachers, or
mentors happen to be familiar with. Nevertheless, it is important
to consider how one might address these issues to better support
effective identity development. Otherwise, they have the potential
to lead students to make misguided decisions, to pursue paths that
may not align with reality, to dissuade students from exploring
careers that could be great matches in reality, or to lead students
to converge on popular well-represented paths rather than better
matching career paths that are more niche [23].

The most obvious direction that SIMPLE apps can take to address
these biases is to add features that validate consumed content or
user reflections with external sources [36], and that surface a holistic
picture of a career to point users beyond the information they were
initially exposed to. This would be especially natural to implement
within the integrating interfaces of SIMPLE apps (Section 6.2.2),
where one can potentially engage in further career exploration that
is grounded in validated sources like O*NET and BLS, participate
in discussions with professionals, or access vetted resources.

SIMPLE apps should also be designed to support users in strength-
ening their capacity for critical assessment and synthesis of the
information they read. This is challenging and touches on some of
the most important issues facing social media today such as misin-
formation and polarization [34], but is an important direction for
supporting effective identity development. Hooley et al, described
digital literacy in career development as the capacity to critically
(a) understand the context of career information online, (b) analyze
the origins of the career information, and (c) assess the relevance
and applicability of the career information [35]. We have already
mentioned that reflective prompts (initiated by the chatbot) can be
used to help students compare information across their past inter-
actions, which can help with developing a more holistic view that is
not overgeneralized to one creator’s experience. Reflective prompts
can also be designed to facilitate critical reflection on the context,
background, and experience of creators, the content’s creation date
and relevance to personal contexts, and the other user-generated
comments that can contain helpful information [41]. Prompts can
be framed as helping to guide users in their further career explo-
ration efforts and can directly surface social media biases to educate
students on factors they need to account for.

Rather than viewing social media as a primary information
source for career identity formation, both of these approaches high-
light social media’s strength as a source of rich information that can
help to regularly prompt further reflection and engagement in ca-
reer exploration (Section 4.2), and to inspire further investigation,
introspection, and behavior change.
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6.4 Examples of SIMPLE app opportunities
beyond career exploration

SIMPLE apps are not limited to career exploration. They are com-
pelling when: 1) social media can provide rich and digestible first-
hand information not available elsewhere, 2) learning is most ef-
fective when encounters are not isolated but integrated, and 3)
encounters on social media can help motivate and facilitate more
in-depth learning activities.

Health and wellness is one example satisfying these three crite-
ria. First, there is significant amounts of content on social media
providing valuable insights into exercise routines, healthy recipes,
meditation techniques, self-care tips, and other information pro-
moting physical and mental well-being [42, 66, 98] Second, users
still struggle to integrate these practices into their own lives, thus
requiring integrated support and follow-up. Third, encounters with
social media clearly do hold the possibility of motivating further
action, as also evidenced by the many studies that have been con-
ducted on behavior change and social media [28, 43, 50, 57]. Users
might come across disconnected posts, like a particular intriguing
healthy recipe or a motivating exercise routine that the user would
wish to adopt into their own life. However, such encounters and
motivations tend to be fleeting because users can get easily dis-
tracted due to the infinite scroll. In such a context, SIMPLE apps
would help the user in slowing down and conveying their interest
in these different types of wellness practices, allowing the SIMPLE
app to follow-up on them. The SIMPLE app could potentially link
this content to users’ health data from other sources, including
fitness data like calorie counts, step tracking from wearable devices
(such as Apple Watch, Fitbit, etc.), and established health goals to
provide personalized support. For instance, it can compare recipes
that users appreciate on social media and analyze them with the
users current calorie intake, offering insights into the potential
impact such changes can have on their personal goals.

Environmental awareness and sustainability is another example.
Social media is teeming with content about environmental aware-
ness from informative discussions on climate change and nature
preservation to guidance for sustainable initiatives and green inno-
vations [64, 105]. Encountering such content can temporarily create
a source of motivation, but requires much more support to integrate
into one’s lifestyle. SIMPLE apps possess the ability to integrate
these encounters by encouraging users to engage with informative
discussions, reflect on their significance, and contemplate how such
initiatives can be incorporated into their lives. By integrating such
motivating content, news of events and initiatives occurring near
the user with an aggregated map of environmental impacts around
them, SIMPLE apps can provide a holistic view of the impact on
users’ lives. They can offer personalized recommendations and re-
sources beyond social media, such as linking to scientific studies
and latest innovations, to enhance motivation on these issues and,
ultimately, encourage informed action towards adopting sustain-
able initiatives and innovations into their behaviors. SIMPLE apps
are also interesting to explore further in this context because of
the collective action attributes of environmental issues. How might
SIMPLE apps enable one to integrate encounters and coordinate
action across a community or a friend group?
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One of the broader future directions we derived from this explo-
ration of SIMPLE apps is the opportunity for enhancing people’s
ability to listen in a noisy networked world. Social media has de-
mocratized people’s ability to share and consume information, but
it still has not made it easy to reflect on and synthesize that infor-
mation, i.e. to engage in deep listening. Integrating content across
multiple posts may provide opportunities for facilitating thoughtful
engagement with diverse viewpoints. While these are very pre-
liminary thoughts, we see interesting directions for the design of
SIMPLE apps for facilitating less reactive conversations, healthier
online discourse and genuine listening.

7 LIMITATIONS

We conclude by acknowledging the limitations of this study for
future work. First, our experience prototype only considered inte-
grating encounters directly within TikTok. Much richer experiences
can be designed through integrating native interactions with ex-
ternal platforms since this would allow for arbitrary interfaces for
reflection and synthesis. Second, it would be worth following up on
this qualitative study with a larger deployment to quantify experi-
ences and impacts for larger numbers of people over a larger period
of time that allows studying the entire journey, from encounters
on social media to deep exploration on the platform.

8 CONCLUSION

In this paper, we report a research through design study that sought
to understand the value of social media for fostering integrated
learning experiences, by first studying the benefits and limitations
of #DayInTheLife videos for supporting career identity formation
through a qualitative study with 10 college students. We identified
five benefits relating to either career identity formation as described
by the Meeus-Crocetti model and behavior change as described by
Foggs Behavior Model. #DayIntheLife videos can provide firsthand
perspectives to support exploration and can facilitate reflection,
affirmation, and reevaluation of career goals/commitments. Their
casual digestable format helps to prompt low-effort engagement
which then creates entry points and inspiration for further explo-
ration. However, despite these benefits, their short-form nature
and lack of integration, their entertainment focus, the distracting
context in which they exist, and the potential lack of representation
in recommended content limits the value derived. We also used a
wizard-of-oz experience prototype to explore how one might inte-
grate encounters on social media across such separate posts towards
guided learning experiences. Our qualitative analysis revealed that
such experiences can facilitate more intentional reflection, add
interactivity, and provide a sense of agency. We built on these in-
sights to introduce and discuss the concept of SIMPLE apps and
discuss broader design implications for better harnessing social
media towards purposeful integrated learning experiences.
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